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WARNING: READ BEFORE USING YOUR SEGA VIDEO 
GAME SYSTEM. 


/\ very small percentage of individuals may experience epileptic 
seizures when exposed to certain light patterns or flashing lights. 
Exposure to certain patterns or backgrounds on a television 
screen or while playing video games may induce an epileptic 
seizure in these individuals. Certain conditions may induce 
previously undetected epileptic symptoms even in persons who 
have no history of prior seizures or epilepsy. If you, or anyone 
in your family, has an epileptic condition, consult your physi- 
cian prior to playing. If you experience any of the following 
symptoms while playing a video game—dizziness, altered vision, 
eye or muscle twitches, loss of awareness, disorientation, any 
involuntary movement, or convulsions—IMMEDIATELY 
discontinue use and consult your physician before resuming play. 


WARNING TO OWNERS OF PROJECTION TELEVISIONS: 
Still pictures or images may cause permanent picture-tube dam- 
age or mark the phosphor of the CRT. Avoid repeated or extend- 
ed use of video games on large-screen projection televisions. 


This official seal is your assurance that this 
product meets the highest quality standards of 
SEGA’. Buy games and accessories with this 
seal to be sure that they are compatible with 
the SEGA SATURN’ SYSTEM. 


Handling Your Compact Disc 
* The Sega Saturn disc is intended for use exclusively in the 
Sega Saturn’ system. 





* Do not bend it, crush it, or submerge it in liquids. 


* Do not leave it in direct sunlight or near a radiator or other 
source of heat. 


* Be sure to take an occasional recess during extended play, to 
rest yourself and the Sega Saturn compact disc. 


* IXeep your Sega Saturn compact disc clean. Always hold by | 
the edges, and keep it in its case when not in use. Clean 
with a lint-free, soft dry cloth—wiping in straight lines from 
center to edge. Never use solvents or abrasive cleaners. 


This product has been rated by the Entertainment Software 
Rating Board. For information about the ESRB rating, or to 
comment about the appropriateness of the rating, please contact 
the ESRB at 1-800-771-3772. 
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3. Open the disc tray and place the Magic Carpet™ d 


de. Close the tray. 
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A, Press START to advance to the Main menu screen (see 


The Main Menu on p. 5). 
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Restoring Equilibrium 

Your quest is to restore equilibrium to the shattered worlds. 
You do this by possessing mana, whether it be found floating 
free, contained within some dreadful demonic beast, or in the 


possession of an evil rival sorcerer. Once possessed, the mana is 
gathered by hot air balloons into your home castle. 


This quest is fraught with danger. The skies are alive with evil. 
Birds and. beasts under the spell of the black arts assail you 
from all sides. Your castle is a target for all those who would 
take your mana for their own nefarious ends. Lose the power 
held there and it won't be long before you perish in the deep, 
blue waters that encompass each world. Fortunately, there are 
spells concealed throughout your quest that will assist you, It is 
vital that you gather these and use them wisely. 


Be wary, fly well and cast evil forever from the world. 


Playing Magic Carpet 


After the Bullfrog logo screen the Magic Carpet title screen 
appears, then voice of Molenubar reaches down through the 
ages, relating to you the History of the Wizard War. 


To leave the introduction, press START at any time; the Magic 
Carpet title screen appears. Press START again and you arrive 
at the Main menu (see The Main Menu below). 


THE MAIN 
MENU 


To highlight any of the 


Main menu options, use 
the D-Pad to highlight 


the option. To select an 
option press START. 


START NEW GAME 
You're instantly transported to the world of Magic Carpet, rug 
at the ready. 
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“Main Menu. Continue Previous Game is then highlighted - 
selecting it returns you to the thick of battle. 


LOAD GAME 

Select Load Game to access previously saved games. If you 
have a Backup RAM Cartridge inserted, a menu appears 
which allows you to select between loading from the Backup 
RAM Cartridge or from the internal memory. Use the D-Pad 
to select one of the two icons, then press START. Now use the 
D-Pad to select a save game slot and press START to load the 
game. The game continues from the point at which it was 
saved. 


OPTIONS 
Highlight the Options selection and press START for the 
Options menu. Game Options consist of (defaults in bold): 


Key Assign: Press START for the Key Assignment screen. 
Here, most of the game's key-controlled actions are listed; use 
the D-pad to highlight the action you wish to redefine and 
press START. Now press and hold the control pad button or 
buttons you wish to assign to the selected action, then press 
START to confirm your choice. Repeat the process until all of 
the buttons are configured to your satisfaction and press A or C 
to accept the configuration. To return to default keys, press X, Y 
or Z. To cancel all the changes, press B. 


Language: D-Pad Left/Right to choose whether to run the 
same in English, French, German, Spanish or Swedish. 


Difficulty: D-Pad Left/Right to choose between Easy or 
Normal difficulty levels. Easy mode reduces the hit points 
required to kill each creature and the mobility of the more diffi- 
cult creatures. The additional Hidden World levels are only 
available if the game is completed in Normal mode. 


sound: D-Pad Left/Right to choose between Mono and 
Stereo sound. 


Danger Music: D-pad Left/Right to toggle danger music 
n/Off. With this option turned Off, the game music plays in 
the background but you aren't alerted to any approaching peril. 


Speed Damping: D-Pad Left/Right to turn damping On/Off. 
With damping On, momentum is reduced when you take your 


thumb off the accelerator when flying. 


Animations: D-Pad Left/Right to turn animations On/Off. 


Sound Test: (1-37) Play each of Magic Carpet’s effects tracks in 

turn by pressing the D-pad Left/Right and pressing A or C for 

an ear battering. 

Music Test: (1-7) Play each of Magic Carpet’s music tracks in 

turn by pressing the D-pad Left/Right and pressing A or C for 
n aural treat. 


Exit: Press START here to return to the Main menu. 
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THE GAME SCREEN 


All-seeing Castle Galioon your Current 
eye status status status spells 





When you leave the Main menu, the next world appears 
before you. Your quest is to restore each world to equilibrium, 


hich can only be done by possessing mana and collecting it 
in your home castle. 





The All-Seeing Eye 





Dragon - light green dot 
Bee - orange dot 

Archer — brown dot 
<raken - dark green dot 
Griffin — white dot 

Fmu rider — dark blue dot 
Castle archer - brown dot 
Free mana - gold dots 
Enemy mana - enemy color 
Civilians — blue dots 
Teleport -— mirror icon 


Fnemy castle — enemy colored fla 


This displays everything in the 
current world. You and your car- 
pet are always at the center of the 
eye, where your position is marked 
by a cross. Other objects are color- 
coded as follows so that you can 
recognize where danger lurks and 
where mana can be collected: 


Vulture — red dot 
Worm - yellow dot 
rab — pink dot 
roll - light gray dot 
keleton — dark red dot 
enie - light blue dot 
Wyvern ~ dark gray dot 
our mana —- white dots 
pells — red spell jar icon 
our castle - white flag 


tones — flashing black dots 


The broken line marks the route from your present position 


back to the castle. 


Hot air balloons collect mana (see Collecting Mana on p. 11 
and are marked on the eye by balloon icons. Your balloons are 


colored white. 


Teleports are windows to other parts of the current world; 
they are marked on the all-seeing eye as mirror icons. Just fly 





a teleport and you're instantly transported to a new 
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The Stones of Knowledge 


Castle stone Balloon stone Sorcerer's stone Selected spells 
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Health Mana Mana bar 


The Stones of Knowledge at the top of the Game Screen are 
engraved with mystic runes which display your status. The 
white marks on the mana bars of the Castle and Sorcerer's 
stones show the point your power needs to achieve to restore 
the world’s equilibrium. All three stones flash red to let you 
know when your mana is under threat: 


THE SORCERER'S STONE 


This shows your status, with the red bar displaying your 
health and the white bar beneath your mana. 
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THE CASTLE STONE 


The red health bar lets you know how near your castle is to 
destruction. On the mana bar the gray area shows the maxi- 
mum amount of mana the castle can hold, and the white area 
is the proportion of this space currently occupied. 


THE BALLOON STONE 


Keep an eye on your balloon's health. If the balloon bursts, all 
the mana it's carrying is lost; the castle then immediately dis- 
patches another balloon. The thin white line in the mana bar 


indicates how much precious mana your balloon is currently 
carrying. | 


NOTE: The Castle and Balloon stones (and this is a really 
obvious point but I'll make it anyway) remain blank 


until you cast the Castle spell (see The Spells Menu 
on p. 14), 
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the total mana needed to complete the level once returned to 


spell (see Casting a Spell on p. 18). Mana boosts your power 
your castle. 


mana, which is then yours to claim. Mana cannot be 
To change the state of mana, you must cast a possession 


destroyed, no matter how hard you try. 
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‘possess a house or tent, the occupants’ mana comes 
ir control (although you can't move it back to your 
[he people who live in towns come in three varieties: 
“to fies, traders and builders. Townies stay put, builders con- 
_ struct new dwellings for the expanding population, while 
traders wander from town to town pedaling their wares, Once 
a town reaches a certain size, it creates its own army of archers 
to protect it, and if the town is in your possession they will aid 


YOUT CdUse. 


However, all this potential for good can be ruined if you fire 
on defenseless townsfolk. The occupants then attack you, cost- 
ing you mana rather than boosting your power. It might be 
tempting to fire off a few spells just to test the water, but resist 
the urge—it'll cost you. 


Wasted Wizards 


If you're killed without restoring a world to equilibrium, you 
can replay the world (and hopefully do a little better than the 
first time). Press START to return to the beginning of the level. 
However, the mana stored in your castle regenerates your per- 
sonal energy when youre near death, so if you get out of 
harms way you're able to continue the level. 


Enemy wizards have an energy bar above their heads fo let 
you know their strength relative to your own. [his is color 
coded to match the wizard’s color. Wizard colors are as fol- 
lows: 


Zanzamar (you): White 
Vodor: Red 

Gryshnak: Purple 
Mahmoud: Blue 

Syed: Green 

Raschid: Pink 
Alhabbal: Orange 
Scheherazade: Black 


12 


The wizard's color can also be uncovered by using the Beyond 
Sight spell (see The Spells Menu on p. 14). The name of the 
rival wizard appears on the All-Seeing Eye in the appropriate 
color. 


If you kill a rival wizard you can cast a possession spell at the 
wizard's skeletal remains and claim all his mana as your own. 


Completing the Level 


When you've completed your task and restored a world’s equi- 
librium, the on-screen message ‘world restored’ appears. Press 
START to leave the current world for the Completion screen, 
or continue collecting mana and spells you may have missed. 


The Completion screen 
tells you the world 
name and number, and 
lets you rate your per- 
formance with % scores 
in the following cate- 
sories: creatures killed, 
accuracy, spells found, mana and overall performance. 





You can now choose to Save (see Saving Games below), 
Continue or Exit the game. Use the D-Pad to highlight one of 
these options and press START. Selecting Exit returns you to 
the Main menu (see The Main Menu on p. 5) while Continue 
propels you into immediate action in the next world. 


SAVING GAMES 

If you have a Backup RAM Cartridge inserted in your 
machine, Magic Carpet prompts you whether you want to 
save the game to your Backup RAM Cartridge or to the inter- 
nal memory. Select the icon you want using the D-Pad, and 
press START, A, or C. 


At the Save Game screen, use the D-Pad to highlight an avail- 
able slot, and press START, A, or C to select it. You are then 
returned to the Completion Screen. Highlight Exit and press 
START to return to the Completion Screen without saving. 
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THE GAME 
ou need to take a breather, press START to pause 





on 


‘QUITTING THE GAME 


At any time during play, press and hold START, A, B and C 
keys simultaneously to return to the Main menu. From there, 
press and hold START, A, B and C simultaneously to reset 
your machine. 


HE SPELLS MENU 


A place in the Spells menu is reserved for each of the 24 spells 
to be found in Magic Carpet. A spell automatically homes in — 
on the nearest aggressive target when cast, so the real trick is 

not aiming the spell but selecting the right one for the occasion. 


To access the Spells menu, press Y; action continues on the game 
screen while you're selecting spells and you can still control your 


carpet using all the available keys other than the D-Pad. The 
menu disappears automatically after a spell has been chosen. 


The 24 spells are: 


fireball accelerate heal shield earthquake meteor 
(forward) | 
possess casti@ | rebound invisible crater voicano 








| | | | | 
lightning undead steal uel wall of global 


bolt army mana fire death 


lightning mana beyon teleport homing rapid 
storm magnet sight meteor firebal 
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Fireball 


Possess 


Create Castle 





Accelerate 


Heal 


Shield 


Rapid Fireball 


Beyond Sight 


Mana Magnet 


Lightning Bolt 


Meteor 


Launch a ball of destructive fire at your 
enemies. 


Use this spell to build a fortress to protect 
your mana. When cast, a hot air balloon is 
launched that gathers your mana. 
/\dditional castle spells can be cast on the 
same site, expanding the castle and 
launching more balloons. 





Propel yourself out of trouble at break- 
neck speed in the direction of travel. 


If you have enough mana available, this 
returns your health bar to maximum 
whenever it’s depleted by an enemy 
attack. 


i 


A\bsorbs three-quarters of the energy of 
the spells launched by your nemesis. 


Makes the fireball spell look like a cheap 
card trick. Unleash multiple balls of flame 
in rapid succession to devastating effect. 


Gives the All-Seeing Eye greater power 
than before, revealing the location of all 
the other wizards. 


Gathers all the mana in the immediate 
vicinity into one large ball, making it all 
the easier for your balloon to collect. 


This spell’s electric, shooting bolts of 
electricity from your fingertips. 





Summon almighty rocks and hurl them 
at any hapless foe who crosses your path. 
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Rebound 


Steal AAara 


Duel to the Death 


Wall of Fire 


Teleport 


Crater 


Undead Army 


Earthquake 


Lightning Storm 


Unleash a storm of white hot electricity, 


Cloaks you in a mask of invisibility for 
a time. However, as soon as you cast a 
spell you can be spotted by both players 
and monsters. 


Deflects incoming fire spells back to where 
they came from, so that no harm is done 
to you and your opponent risks injury. 


Rob evil sorcerers of their hard-earned 
mana using this spell. 


Locks two players together for some 


immortal combat. When you've a foe in 
your sights cast this spell and they can 
only escape by using the Accelerate spell. 


Do | need to spell this one out! Create an 
impenetrable wall of flame to confound 
your enemies. 


This spell instantly transports you to your 


castle, for the purpose of defense or to 
recharge with mana power. Cast it again 
to return to your original location. 


Not as powerful as the Earthquake spell, 
this adds a large crater to the landscape. 


Raise an army of red-cloaked skeletons 
to attack rival wizards, their castles and 
balloons. 


Cast this spell to confound land-based 
monsters by opening a huge crevice under 
their feet. But don’t waste your time trying 
to cast this spell in water. 


which shoots off in all directions and 
destroys everything within its radius. 
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Volcano Creates a gigantic eruption of red hot lava 
from the bowels of the earth, destroying 
everything in the vicinity. An extra advan- 
tage of this spell are the periodic eruptions 
which inflict further damage. 


Global Death Sends out a shockwave that proves fatal 
to anything caught within its influence. 


Homing Meteor Like the meteor spell, only more so. This 
deadly version relentlessly homes in on 
your enemy. 


Spell Mana 





>—— Spell mana bar 


When an occupied spell box is highlighted, a mana bar is 
revealed. A small white dot is added to the bar for every time 
the spell can be cast; the whole bar must be filled in gray 
before a dot is added. Some of the higher spells remain inactive 
in the spells menu until you have built up a large amount of 
mana in your castle. 


Assigning Spells 


¢ To assign a spell, simply highlight the spell and press either 
the A or B button. On the Game Screen you can cast these 
spells by pressing either the A or B button. 


nz 





























‘fs 
os 
Zo gebe2 
On «> = — 
Soy Bae wee ss 
Flees geese § 2 os 
PST REESE res nS BEER ES 8 “ 
—_— ee eh GC -_ ae ——— 
ee soa lee on oc — = o.5 Q 
= 2,9 eee aS ic | SD>Bse Sc = = 
(\ <2 Se CF AS = ae = i SS. oO ~ - 9 : 
2) eS Bn] & a > T = = 5 a .& co oe = 
EBR.Let@senes ee = 2 SRLe os | aS os 
> 5 OS SEsSC ES on & se*aESSE 3 Op = 
seo evebsee a See ee SEs EK € 
2 2 oS i > & Se =a a a oOo oO = 
ae 165 a too a te ee aq - »¥ T 
5 SS 7 SS ao ¥ = ¢ oC .o & s 
ee BS saeeeds S47. 2 
ao o oe — fy OOF Se oe = © ~ ? 
_ _ > ig seme ee mee | OES = uw & = o pall = Ww 
>< = = So > 2 ec = c £3 JS as 
~~ % 9 voz = — oO *. 5 2 — NM 
= © = = = eG — = = oo 
= y on —S a) SoS oO = © cA 
ae =- & wi Seersge se a io ov 
Tu _ se wo ocr on & = «5 © © sofa Pa 
© ae 22 ¢ z » ex ez Sg 7 oe Ee Ae 
Pr ‘a =F 8 ar see Pe a wD 
oOo = = 5 = = ee ef = < > = _ 
oS 2 Sle uy ao . ee ef <= 2 = 
_ | a — ;a ee oa £ -¥ © © — = o-_ 
Of B=. _ =~ Vv Y “uo Ss eS — _ ta eS 
- << v on Y wo 
= a Be Bet gr Ee 5 2 
Dr ee as = I foes Nn < = 1 += 
Z a 22 <u8 se35 ¢% 
aS a) 2 1] - - C > — 
_ 3 al ca 5 8 —— 
oY See 
$8 GBs 
it, in oS 





—> NOTE 
—> NOTE 


The Map Screen 


This is where you can 


take a look at the whole 
of a particular world. To 
access the Map Screen, 
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Gameplay pauses while in the Map Screen. 
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Ld 


the map and the color-coding system is the same as the All- 


Seeing Eye. 


—> NOTE 


THE MAGIC CARPET BESTIARY 


APPENDIX | 


Molenubar tells us that every one of Magic Carpet’s shattered 
realms contains monstrous creatures who are driven by an insa- 


tiable desire for mana. These unthinking beasts are without 


remorse and know no reason; your only hope is their destruction. 
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The Magic Carpet bestiary 
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Bees are armed 





with stings, so must get close to 
inflict damage. They are more 


you and your castle. 
harmful than vultures and harder to kill. 
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larger and more powerful. A. medium-sized Crab will attack 


you with lightning bolts, and an adult hurls meteors. 
ith fireballs but far quicker and more agile, and 


therefore that much more difficult to kill, 
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APPENDIX I 


A WORD ON EACH WORLD 


In his History of the Wizard War, Molenubar hints at the 


nature of the challenge contained in each world. Forewarned is 
forearmed, so here for your benefit are a few facts that might 


help keep you and your carpet 


, However, some 


in one piece 


which remain entirely unknown; be especially wary when you 


enter these, for here be dragons and many even mightier ter- 
rors. [he additional Hidden World levels are only available if 


the realms remained hidden even to the all-powerful wizard. 
the game is completed in Normal mode. 


These Hidden Worlds contain many obstacles the nature of 
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AL JAHAN 


Traders from Khallabad speak of co 
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KHALLABAD 


horrors bringing down death from the 


sk 


Les, 


IF OTdVes, 


Ancient warriors from the realm of 


Sulghir have risen from the 


SULGHIR 


The evil sorcerer Vodor has unleashed 


chaos in the land of Akrir. 


AKRIR 


CESSECCA Settlers on the island of Cessecca are 
plagued by swarms of giant bees. 


QAZZIEL ; The Seer of Qazziel has foreseen the 
destruction of his city by undead hordes 
and other terrors. 


AR ULNAN The port of Ar Ulnan is under siege by air 
and sea. 
GILLAH Evil trollish tribes have returned to Gillah | 


for the first time in a thousand years. 


RANNAXIOR Griffins have invaded the sacred mana 
srounds of Rannaxior. 


ZANZANDRIA Would-be sorcerers have been lured to 
Zanzandria by rumors of great magic 





there. 

MEHKH _ Magical mirrors provide a route through 
Mehkhel - land of exile. Seek and you 
shall find. 

DULLIGHIR eles maze of Dullighir guards its secrets 
well. 


NAZZAJAHN Follow the endless path of the stones of 
Nazzajahn to unleash great power. 


AL SAUMAM Beware, the shores of Al Saumam harbor 
scuttling nightmarish creatures. 


AFLAHKSTAHN _ The key lies in unlocking the four ways of 
the fortress. 


JAN TABAR /\ great wyvern has been sighted near the 
mountains of Jan Tabar. 

AR VILIM Devilish traps spring from every corner of 
this realm. 


JONDD WARR ___ The island of Jondd Warr is infested with | 
dragons...and other things. 
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OTTOMMIA 


NIKHYPT 


BE WARNED. 


Mana guarded in the watchtowers of 
Khaghabal has attracted many scuttlers to 
the realm. 

Banish evil from UI Ramin and beware 
your adversaries for their skills are increas- 
ing. 

The souls of the fallen heroes of Naqual 
have been possessed by necromancy. 


a ———— a ——_————— ————————E = SS rr a 


Of those who have ventured beyond the 
borders of Quaddimar, few have returned. 
Zimbaliza, greatest of the original warlocks 
fell here centuries ago and his magic still 
remains, so they say. 


Restore order to this land and you will be 
well prepared for the realms beyond. 


BEYOND THIS POINT YOUR JOURNEY WILL TAKE 


YOU TO REALMS GUARDED BY MANA VAMPIRES 
WHO WILL STEAL MANY OF YOUR SPELLS. 





SHEBBAHN 


HAZZANJAHN 


BANAHSTUR 


IDIRYA 


THAMMON 


Seek the sacred forest of Shebbahn to 
recover spells stolen from you - but 
beware the consequences. 


The isles of Hazzanjahn are linked by 
magical mirrors but not all of them take 
you where you want. 

Your adversaries have never conquered 
this realm. Can you! 

Do not anger the griffin of the Idiryan Sea 
until you have the spell to defeat them. 


The impassable walls of Thammon guard 
great power and great danger. 
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JAHRRID It is said that to survive the maze of 
Jarrhid a wizard must have eyes in the 
back of his head. 

SHAI YULIM The city of Shai Yulim is under attack but 
to save it you must first defeat the genie at 
the gate. 


MOORROK Your enemies await you in the hills of 
Mioorrok. 

QUAHAHN A\\l who practice the magic arts must be 
tested in the ancient training grounds of 
Quahahn. 


YOGGOHR a The pools of Yoggohr are an enigma only 
the worthy will unravel. 


AR ZALJAN } Merchants returning from Ar Zaljan say 
that all is lost but one must never aban- 
don hope. 

Many turn back at the sight of the walls 

of Ooramesa but you must persevere. 


OORAMESA — 


GHABBALADAN Creat evil lurks in and around Lake 
Ghabbaladan. 


To restore order to this realm, one must 
first find an order to restore. 


TEKUMIR 


ZANTOR  Zantor has already been utterly destroyed 
but the creatures which remain must be 
banished forever. 

DUBBAHN Dubbahn, isle of exile is under attack and 
the capricious imps guarding it will steal 
most of your powers. 

EPHIERIA | Ephieria must not fall to the forces of evil 
- you are their only hope. 


INIXXIA Inixxia was once a fertile land. Now 
death is the only harvest. 





See Meebir and die. 


CAZAN Be warned, several sorcerers already claim 
. this territory as theirs. 





an ee 





VOLCANIA Steer a careful course, for in this place the 
land itself spews death into the skies. 


ABOUT BULLFROG 


Welcome to Bullfrog Productions 


If you haven't heard of Bullfrog Productions, where have you 
been for the last seven years? Believe it or not, as recently as 
1989 the world hadn't been exposed to Populous, the revolu- 
tionary software program that made Bullfrog’s name and single- 
handedly created the god sim genre overnight. Twenty different 
formats and world-wide sales in excess of three million later, 
Populous has become the stuff of industry legend. Yet it was 
only the first in a series of software smashes that has earned 
Bullfrog number one hit after number one hit: PowerMonger, 
Populous 2, Syndicate and Theme Park followed, and all 
enjoyed immense commercial success and critical acclaim. The 
company’s success is a monument to the efforts of Peter 
Molyneux and Les Edgar, who together founded Bullfrog 
Productions back in 1989. From a two-man operation the 
company has expanded and now has over 40 employees, with 
a policy of constantly strengthening the creativity and technical 
expertise of the Bullfrog team. It is this policy that has helped 
the company produce such consistently outstanding software. 


/\s if more proof were needed, last year witnessed the first 
light of Magic Carpet. A number one seller all over the planet, 
Magic Carpet was also voted Game of the Year in France and 
Germany, Title of the Year in Britain and helped Bullfrog earn 
the Developer of the Year and Innovation Awards at ECTS 
1995. As part of Bullfrog’s commitment to the new range of 
32-bit machines, we're bringing Saturn owners the same blend 
of relentless action and breathtaking graphics. 
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CREDITS 


ORIGINAL PC VERSION DESIGNED 
BY BULLFROG PRODUCTIONS, LTD. 


Producer: Sean Cooper 

Lead Programmers: Sean Cooper, Mark Huntley 

Engine Programmer: Glenn Corpes 

Programmers: Simon Carter, Phil Jones 

Lead Artist: Fin McGechie 

Graphics and Art Concepts: Paul McLaughlin, Mike Man, 
Mark Healey, Eoin Rogan, Barry Meade, Tony Dawson 

Introductory Sequence: Chris Hill 

Introductory Support: Mike Man, Paul McLaughlin, Eoin Rogan, 
Sean Masterson 

Level Concepts and Architecture: Sean Masterson 

Level Design: Barry Meade, Alex Trowers, Jonty Barnes, 
Daniel Russell 

sound and Music: Russell Shaw 

Game Testers: Andy Cakebread, Mike Diskett, Kevin Donkin, 
Mark Lamport, Tristan Paramor, Nathan Smethurst, Mark Webley 

Executive Producer: Peter Molyneux 


SATURN CONVERSION BY: KRISALIS SOFTWARE LTD. 
Programmer: Simeon Pashley 

Additional Art: Darren Hebden, Phil Hackney 
Additional Sound: John Avery 


FOR BULLFROG: 

Producer: Andy Nuttall 

Additional Programming Assistance: Sean Cooper, 
Andy Beale, Glenn Corpes 

Lead Tester: Andy Robson 

Game Testers: Nathan Smethurst, Jeffrey Brutus, Tristan Paramor, 
Wayne Imlach, Adrian Moore, Steve Lawrie, David Else 

PR & Marketing: Cathy Campos, Sean Ratcliffe, Pete Murphy 

Technical Assistance: Kevin Donkin, Mike Burnham 

Management: Les Edgar 

Administration: Audrey Adams, Jo Goodwin, Sian Jones, 
Emma Gibbs 

Thanks to (in alphabetical order): Mark Adami, Dennis Alderton, 
Martin Bell, Stuart Black, Gary Carr, Martin Carroll, Dene Carter, 
ken Chan, Barry Clarke, Tony Cox, Jason Cunningham, Ben Deane, 
Jonathan Farmer, Vincent Farquharson, Stephen Minifie, Adrian 
Moore, Sarah Nuttall, Alex Peters, Richard Reed, Jonathan Rider, 
lan Shaw, Guy Simmons, Mark Stacey, Gary Stead, Matt Sullivan, 
Jan Svarovsky, Darren Thomas, Steve Wilding, Alan Wright 
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| in ks to: Steve Fitton, David Byrne, Paulette Doudell of 
Frank Barchard of EAC 


e Producer: Sean Cooper 


__ FOR ELECTRONIC ARTS (U.K.): 

Product Manager: Peter Murphy 
Documentation: Neil Cook 
Documentation Design: Caroline Arthur 
Package Design: Colin Dodson 


Quality Assurance: Symeon Cosburn, Paul Niehaus, 
Bobby “The Clown” Lew, Mike Edison 


FOR ELECTRONIC ARTS (U.S.)- 

Product Manager: Jonathan Harris 
Package Art Direction: Nancy Waisanen 
Documentation Design: R. Lambing Design 
Package Design: R. Lambing Design 
Quality Assurance: Paul Niehaus 
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ELECTRONIC ARTS LIMITED WARRANTY 

Electronic Arts warrants to the original purchaser of this Electronic Arts software 
product that the medium on which this computer program Is recorded is free from 
defects in materials and workmanship for a period of ninety (90) days from the date 
of purchase. This Electronic Arts software program Is sold “as is,” without EXpress Or 
Implied warranty of any kind, and Electronic Arts is not liable for any losses or dam- 
ages of any kind resulting from use of this program. Electronic Arts agrees for a peri- 
od of ninety (90) days to either repair or replace, at its option, free of charge, any 
Llectronic Arts software product, postage paid, with proof of purchase, at the 
Electronic Arts Warranty Department. This warranty Is not applicable to normal wear 
and tear. This warranty shall not be applicable and shall be void if the defect in the 
Electronic Arts software product has arisen through abuse, unreasonable use. mis- 
treatment or neglect. 


LIMITATIONS — This warranty is in lieu of all other warranties and no other repre- 
sentations or claims of any nature shall be binding on or obligate Electronic Arts. Any 
implied warranties applicable to this software product, including warranties of mer- 
chantability and fitness for a particular purpose, are limited to the ninety (90) day 
period described above. In no event will Electronic Arts be liable for any special, inci- 
dental, or consequential damages resulting from possession, use or malfunction of 
this Electronic Arts software product. 


Some states do not allow limitations as to how long an implied warranty lasts and/or 
exclusions or limitations of incidental or consequential damages so the above limita- 
tions and/or exclusions of ability may not apply to you. This warranty gives you spe- 
cific rights, and you may also have other rights which vary from state to state. 
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NOTICE 
Electronic Arts reserves the right to make improvements in the product described in 
this manual at any time and without notice. 


This manual and the software described in this manual are copyrighted. All rights are 
reserved. No part of this manual or the described software may be copied, repro- 
duced, translated, or reduced to any electronic medium or machine-readable form 
without the prior written consent of Electronic Arts, P 0. Box 7578, San Mateo, 
California 94403-7578, Attn: Customer Support. 


RETURNS AFTER WARRANTY — Io replace defective media after the ninety (90) 
day warranty period has expired, send the original CD to Electronic Arts’ address 
below. Enclose a statement of the defect, your name, your return address, and a 
check or money order for $15.00. 


Electronic Arts, Customer Warranty, P.O. Box 7578, San Mateo, California 94403-7578 


If you need technical assistance with this product, call us at (415) 572-9448 Monday 
through Friday between 8:30 AM and 4:30 PM, Pacific Time. 
EA Tech Support Fax: (415) 286-5080 


HOW TO REACH US ONLINE 

CompuServe: Game Publishers Forum A (GO GAMAPUB) 

Or send e-mail to 76004,237 

America OnLine: Send e-mail to ELECARTS 

Internet E-mail: support]@ea.com 

Ur send e-mail to elecarts@aol.com or 76004.237@compuserve.com 
World Wide Web: Access our Web Site at http://www.ea.com 
FTP: Access our FIP Site at ftp.ea.com 


lrue Motion is a trademark of the Duck Corporation. 
software © 1994-96 Bullfrog Productions, Ltd. 
Magic Carpet is a trademark of Bullfrog Productions, Ltd. 


The Bullfrog logo is a registered trademark of Bullfrog Productions, Ltd. Bullfrog 
Productions, Ltd. is a division of Electronic Arts. 


Documentation © 1996 Electronic Arts. All rights reserved. 


Patent numbers: U.S. Nos, 4,442,486/4,454,594/4 462,076/5,371,792: Europe No. 80244: 
Canada Nos. 1,183,276/1,082,351; Hong Kong No, 88-4302; Germany No. 2,609,826; 
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